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CRUISE FOR A CORPSE 
REFERENCE MANUAL FOR THE 


CINEMATIOUE SYSTEM 

We recommend that you make safety copies of your original disks and use these when vou arc 
playing. 

NOTE: Before you start playing, it is advisable to make sure that you have a blank formatted disk 
at hand so that you can save games part way through. 

CONTROLLING THE HERO 


A. MOVING 

To move Kaoul within a room, point the mouse cursor at the required destination and press the 
LEFT mouse button. Raoul w ill then move to that location, avoiding any obstacle in his way. 

To go to a different room, place the cursor over the door or the exit displayed on the screen and 
press the LEFT mouse button. 

R MANIPULATING YOUR ENVIRONMENT 

Each room contains a large number of objects, any of which could be clues, vital to the progress 
of your investigation. 

To find out about the actions you can use on an object, place the mouse cursor over it and press 
the IEFT mouse button. 

A list of verbs relating to the selected object w ill lx* displayed. Place the mouse cursor over the 
relevant action verb (the highlighted verb will then change colour) and press the LEFT button. 
Raoul will then carry' out the order you have given him. 

If you choose not to use any of the proposed actions, move the cursor within the menu (all the 
verbs w ill then be the same colour meaning that none has been selected), then press the IT.FT 
button to exit the list. 

It Is important to know tliat only actions which can Ik* executed on the object immediately are 
displayed on the list. 

EXAMPLE: Raoul is in a room containing a chest of drawers. Let's suppose you w ish to examine 
the contents of one of the drawers and that the draw er is closed. Move the mouse cursor over 
the drawer and press the LEFT mouse button. A single verb will appear on the list: OPEN ... 
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Nothing yd w ill allow you to search the inside of ihe drawer. 

Select the verb OPEN ordering Kaoul to open the drawer. 

Then, press again on the drawer and the follow mg verbs " ill l>e displayed: 

SEARCH 

CLOSE 

Mow; all you have to do is selec t the verb SEARCH on the list and reap the fruit of your efforts. 


d USING FOUND OBJECTS 

Some net ions are likely to be possible only when the object is in your possession ... Tor 
example, you will need to take a letter before you can read it. a jacket before you can wear it, 

etc... 

To display the inventory of objects carried by Raoul, simply press the RTGlTT mouse button. 

If you want to affect one oi the objects displayed ill the inventory, move the mouse cursor over 
the name of the object lit will then change colour I and press the LEFT mouse button. 

The list of actions associated with that object will be displayed instead of the inventory. Point 
the mouse cursor to a verb (which will then change colour I and press the I .EFT mouse button. 

Remember, only actions possible immediately will be displayed on the list. 

EXAMPlEe Raoul lias just picked up a small hall of paper and you want to HEAD what it says,,. 
Pros the RIGHT" mouse button and display the list of objects carried by Raoul. Then, poSm the 
mouse cursor to “piece of paper" and press the Lfcf t button to call ihe folio winy list: 

EXAMINE 

THROVE 

SHUVt 

SMOOTH OUT 

Select the verb SMOOTH OUT on the list. Raoul will then smooth out the piece of paper. Now . 
recall the inventory 7 and select the "piece of paper' ... The list of verbs associated with it is now 
as follows: 

EXAMINE 

THROW 

SHOtt 

READ 

All you need to do is move the mouse cursor over the verb READ and press the LEFT mouse 
button. 


D. ESTABLISHING LINKS BETWEEN OBJECTS 


It is very likely that the objects you will find at various locations have not Ixcn placed there by 
chance and the inlds are that at some stage in your quest, you will have to make the most of your 
opportunities, lsc your powers of deduction, flair and intuition to try and guess die link 
between particular objects. 
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Although these relationships are, on the whole, easy to establish (a key goes into a lock to 
unlock a door, a pickaxe digs an opening into a rock), sometimes it will take more time. Doitt 
lose heart immediately because there is ALWAYS a solution. 

When you ill ink you have guessed the Jink between two objects. try it nut tn check your 
deduction. 

Here are some examples vs Inch Illustrate the way to establish a relationship between one object 
and another... 

You have a key ... In front of y ou, a locked door just asking to he opened. 

Press the RIGHT button to call the inventory* 

- Choose the “key" From the Inventory. 

Tn live new list of verbs, select the verb “Ihit in" A control phrase will lx 
displayed “key; put in..." to remind you that you nmsi now select live object in which you wish to 
put the key... 

Move the cursor over the lock and press the LEFT mouse button... Raoul will 
execute the action. 

B: You still have the key and you have just found a small box. The key and the box are both in 
the inventory and you will try' to open the box with the key... 

- Press the RIGHT button to call the inventory* 

- Select the "key " from the inventory, 

- Select “Open..,* on the list of verbs relating to the key r . 

- Press the RIG H E button again to retail the inventory , 

. Now, move the mouse cursor over the word "box" and validate with the LEFT' 
button to execute the Opening of the box with the key,,, 

C: A pile of records on a table and, nearby, a record player* 

You want to listen to a record,,, 

* Move the cursor over the pile of records and press the tT.Fr mouse button* 

The list of verbs associated with the pile of records Is now displayed. Choose “Put 
on The following control phrase is displayed "record: put on..."reminding you that you need 
to decide w here Raoul must put the record, 

- Move the cursor over the record player and press the LEFT button to % alidate the 
action of “putting the record on the record player” and listen away, 

E, DIALOGUE 

Art investigation conducted according to the rules must Ex-gin by a close interrogation of the 
suspects. 

When a character is in the room* move the mouse cursor over him tier and press the I J-.KI 
button to display the list of actions, Select the verb “speak” to start the conversation... 

V list of topics of conversation classified by heading will be displayed. Each heading includes all 
the topics of conversation relating to a character (except the heading “objects found" which 
allow s you to question the suspects mi the objects you discovered during your investigation). 


EXAMPLE 


You waul tu question puiliiT Tahraiii about Julio's taste fur computer games... 

Wbeit you go into dialogue mode, the following menu will be displayed ; 

TOM 

IABIANI 

SUZANNE 

J1UO 

hector 
ohjfctts found 
THANKS FOR YOUR HELP 

Platt* the mouse cursor cm 'Julio 1 * and press the I.FFF button. \ Mib-mcillt with all die topics of 
conversation having a link with Julio will be displayed : 

juuo 

ins PASSION FOR GAMES 
HIS LOVE or PI AMS 
Ills RELATIONSHIP % 111 I SUZANNE 
OTHER TOPICS.., 

Move the mouse cursor over “his passion for games" acid press die JJ-FT button to receive Father 
FabianTs answer. 

According to the answer, one nr more new topics will be added to the list. Some minor topics 
will merely pad out die conversation and allow you to obtain more detail on a particular theme. 
These temporary topics arc easily recognizable as they are displayed dark in the menu. 

EXAMPLE 

tea s suppose dial die priest’s answer to die previous question is : "Julio has a passion for 
adventure games, especially DEl-FHlNE’s,.." t here would he two new temporary themes in the 
menu “Adventure Games" and “Delphine"**, These themes may bring up others. 

In some instances, the new topic is vital to the progress of your investigation. It will then be 
displayed permanently on the list (in white.) and you will he able to question someone else on 
the same topic* 

r 

To exit the conversation, choose the heading “thank you for your help" on the list, 

Vi hen yon are in a heading sub-menu, select "other topics" to go hack to the main headings 
menu. 

THE USER MENU 

This menu offers functions which arc not part of die actual game hut which will allow you* for 
example. To sav e or reload a game... 

You access this menu by pressing bodi mouse buttons simultaneously. 
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HEIST.MU': to restart a game from die beginning. 

^VlLJQRlVIv : to tell the program tin winch disk yuu wish to save, 

SAVE. GAME : to save the current game onto a disk. At the prompt, insert the save disk. 

A directory of games already mi ihe disk will tie displayed, 

Choose a slot and validate. 

N there is no slot available in the directory , use a new save disk or save over an existing game. 
LOAD GAME : to continue a previously saved game. At the prompt, insert the save disk. 

The list of saved games on the Save disk will be displayed. 

Move the mouse over the name of the game in he loaded and validate* 

NOTE ; You can save a game as king as your hero is alive. We recommend that you use this 
option regularly and everyiinie the situation is dangerous. Dining some animation sequences* 
where yon do not have to guide your character, you vs til: not be able to save the game, DonT 
worry, no tiling very dangerous can happen to you during these sequences or it’s too late iu take 

action! 


HINTS AND I IrS FUR REGINNMRS 

If this is the first time you have play ed an adventure game, here are some lips : 

Examine all the objects in your loc ation. 

Read carefully all the comments displayed as they may hold important clues for the rest of your 
adventure. 

Pick up as many objects as possible. 

Consider (lie various possible uses of the objects you have. 

Activate everything you can* 

talk to as many people as possible, (hey may pul you onto a lead. 

Save as soon as you feel some danger. 

However, if you are stuck at sonic stage of the game, try and check whether you have forgotten 
an object or whether you have tailed to do something earlier. 

Every problem has a solution - ALWAYS. 





LOAD I NG INSTRUCTIONS 


ATARI •>20, 1040 ST, MEGA ST, AND STE 

• Switch on computer. 

• Insert game disk No.l in drive A. 

• Double click on the icon DEI.PHINE.PRG. 

• The game w ill load and run automatically. 

Hard Disk Installation 

• Cheek that the number of bytes available on the hard disk is larger than that used by the game. 

• Create a new directory' and copy the contents of each disk into it. 

leading from the Hard Disk 

• Double click on the hart! disk icon. 

• Double click on the icon of the directory that contains the game. 

• Double click on the icon DELPHINE.PRG. 

• The game w ill load and run automatically. 

AMIGA 500 . 1(XX) AND 2000 

(If you are using the AMIGA 500 without extended memory you may have to unplug the external 
disk drive.) 

• Sw itch off the computer for at least ten seconds. 

• Sw itch on computer. 

• Insert the Kickstart disk in disk drive DFO. 

• When the computer prompts you for Workbench, insert game disk No.l in drive DFO. 

• The game w ill load and run automatically. 

Hard Disk Installation 

• Check that the number of bytes available on the hard disk is larger than that used by the game. 

• Create a new directors and copy the contents of each disk into it. 

loading from the Hard Disk 

• Double click on the hard disk icon. 

• Double click on the icon of the directory that contains the game. 

• Double click on the icon DELPHINE.PRG. 

• The game will load and run automatically. 

IBM PC ASD COMPATIBLES 

Hard Disk Installation 

• Sw itch on computer. 

• Insert the DOS disk in disk drive A: 

• Once the computer is up and running, insert game disk No. 1 in disk drive A. 

• Type and press rNTFR. 

• Type INSTALL and press ENTER. 

• Follow the instructions displayed on the screen. 
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Hard Disk Installation 

* Check that the number of bxies available on the hard disk is larger than that used bv the game, 

* Create a new directory and copy the contents of each disk Into U. 

loading from Floppy Disks 

* Switch off the computer Fur nt least ten seconds. 

* Switch oil computer. 

* (nsrrl the DOS disk in disk drive A: 

* Once the computer is up and running. Insert game disk J in disk drive A 

* Type A; and press ENTER. 

* Type DELPH1NE and press ENTER. 

Loading Irmn Hand Disk 

- Type C: and press ENTER, (II your hard disk is not called C: t type the letter that corresponds to 
lO 1 

+ Type CD/DELI TUNE and press ENTER. 

1901 DELPH1NE SOFTW ARE. All rights reserved. Cinrnwtiqut' is a trademark of Delphiue 
Software. Manufactured and distributed under license from IX-lphine Software by l . S. t,old ltd,. 
Li nits 2 3 Wolford, Way, IlnilbitL, Birmingham n6 "'.AX. TcL U21-625-3366. 

Copyright subsists on this program. Unauthorised copying, lending or resale by am means 
strictly prohibited. 


U.S. GOLD HELPLINE / HINTS & TIPS 




U.S. Gold art* constantly striving to increase your enjoyment of their games. To this end, we have 
installed a special Hotline containing useful hints and tips to help you gain as muc h satisfaction 

from Cruise For A Corpse as possible. 


Available 24 hours a dav, 7 davs a week, the number is 

0839 6Vt 2840). 


Hillsfar • Dragons of Flame • Heroes of the Lance 
Tel: 0898 442U2SO) 


Curse of the Azure Bonds • Pool of Radiance • Champions of Krynn 

Tel: 0898 4420260 


Buck Rogers • Secret of the Silver Blades • F.ve of the Beholder 

Tel: 0898 • » 203<>O) 


Operation Stealth • Future U ars • Cruise for a Corpse 

Tel: 0839 6S4284< •) 

LucasFilm Helpline • Competition • Indiana Jones • Zak McKracken • Maniac Mansion 

• Loom • Secret of Monkey' Island • Battle of Britain 

Tel: 0839 6511230) 

New releases • Competition Tel: 0839 63 * 12 »<') 

COMPETITION - *200.00 WORTH (at retail prices) OF U.S. GOLD GAMES TO BF. WON 

EACH MONTH. 


• Calls charged at 3^p per minute off peak. 45p per minute all other times. 
Helplines listed are open to I K residents only. 

Please obtain permission from the person who pays the telephone bill before calling. 

Service operated by U.S. Gold Ltd. I nits 2/3 Holford Way, Holford. Birmingham B6 TAX. 


Copyright subsists on this program. Unauthorized copying, lending or resale 

by any means strictly prohibited. 
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